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Olahraga merupakan kegiatan yang melibatkan anggota tubuh untuk 
digerakkan secara berulang untung meningkatkan kebugaran. Perkembangan 
teknologi mengubah sebuah olahraga yang pada awalnya membutuhkan pergerakan 
fisik, sekarang bisa menggunakan elektronik yaitu dengan sebutan Esports. Dengan 
perkembangan Esports begitu cepat, hadir sebuah game dengan nama Dota 2, game 
ini mempunyai sebuah fitur dengan nama Dota Plus yang mempunyai tujuan agar 
membantu para pemain mencapai keterampilan yang baik di dalam sebuah game. 
Penelitian ini akan mencakup faktor apa saja yang mempengaruhi Use Behavior 
fitur Dota Plus, yang mencakup Performance Expectanc, Effort Expectancy, Social 
Influence, Facilitating Conditions, Hedonic Motivation, Price Value, Habit, 
Behavioral Intention. 
Model di dalam penelitian ini mempunyai 10 hipotesis yang di uji 
menggunakan Structural Equation Model (SEM). D ata yang digunakan pada 
penelitian berjumlah 302 responden, dimana dari keseluruhan responden telah 
mengetahui dan berlangganan fitur Dota Plus. 
Hasil penelitian ini menunjukkan bahwa Performance Expectancy, 
Facilitating Conditions, Habit terhadap Behavioral Intention mempunyai pengaruh 
positif terhadap Behavioral Intention serta Habit dan Behavioral Intention juga 
mempunyai pengaruh positif terhadap Use Behavior. Terdapat juga pengaruh 
negatif antara lain Effort Expectancy, Price Value, Hedonic Motivation, Social 
Influence terhadap Behavioral Intention dan Facilitating Conditions terhadap Use 
Behavior. 
Kata kunci : Performance Expectancy, Effort Expectancy, Social Influence, 
Facilitating Conditions, Hedonic Motivation, Price Value, Habit, Behavioral 







Sports is an activity involving limbs to be moved on a recurring basis to 
improve fitness. The development of technology changed a sport that initially 
needed physical movement, now can use the electronics that is called Esports. With 
the development of Esports so fast, present a game with the name Dota 2, this game 
has a feature with the name Dota Plus that has a purpose to help the players achieve 
good skills in a game. This research will include any factors affecting the Use 
Behavior Dota Plus feature, which include Performance Expectanc, Effort 
Expectancy, Social Influence, Facilitating Conditions, Hedonic Motivation, Price 
Value, Habit, Behavioral Intention. 
The Model in the study has 10 hypotheses tested using Structural Equation 
Model (SEM). D ATA is used in research amounting to 302 respondents, of which 
all respondents have known and subscribed to the Dota Plus feature. 
The results showed that the Expectancy Performance, Facilitating 
Conditions, Habit of Behavioral Intention have a positive influence on Behavioral 
Intention as well as Habit and Behavioral Intention also have a positive influence 
on Use Behavior. There are also negative influences such as Effort Expectancy, 
Price Value, Hedonic Motivation, Social Influence against Behavioral Intention and 
Facilitating Conditions against Use Behavior. 
Key words: Expectancy Performance, Effort Expectancy, Social Influence, 
Facilitating Conditions, Hedonic Motivation, Price Value, Habit, Behavioral 
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